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SAFETY INFORMATION 


About Photosensitive Seizures 

A very small percentage of people may experience a seizure when exposed to certain visual images, including 
flashing lights or patterns that may appear in video games. Even people who have no history of seizures or 
epilepsy may have an undiagnosed condition that can cause these “photosensitive epileptic seizures” while 
watching video games. 

These seizures may have a variety of symptoms, including lightheadedness, altered vision, eye or face 
twitching, jerking or shaking of arms or legs, disorientation, confusion, or momentary loss of awareness. 
Seizures may also cause loss of consciousness or convulsions that can lead to injury from falling down or 
striking nearby objects. 

Immediately stop playing and consult a doctor if you experience any of these symptoms. Parents should watch 
for or ask their children about the above symptoms - children and teenagers are more likely than adults to 
experience these seizures. 

The risk of photosensitive epileptic seizures may be reduced by sitting farther from the television screen, 
using a smaller television screen, playing in a well-lit room, and not playing when you are drowsy or fatigued. 

If you or any of your relatives have a history of seizures or epilepsy, consult a doctor before playing. 

Other Important Health and Safety Information 

The Xbox Instruction Manual contains important health and safety information that you should read 
and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or rear-projection types, can be 
damaged if any video games, including Xbox games, are played on them. Static images presented during the 
normal course of game play may “burn in” to the screen, causing a permanent shadow of the static image to 
appear at all times, even when video games are not being played. Similar damage may occur from static 
images created when placing a video game on hold or pause. Consult your television owner’s manual to 
determine if video games can be played safely on your set. If you are unable to find this information in the 
owner’s manual, contact your television dealer or the manufacturer to determine if video games can be played 
safely on your set. 

Unauthorized copying, reverse engineering, transmission, public performance, rental, pay for play, or 
circumvention of copy protection is strictly prohibited. 
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USING THE XBOX VIDEO GAME SYSTEM 

1. Set up your Xbox® video game system by following the instructions 
in the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eject button and the disc tray will open. 

4. Place the IndyCar^Series 2005 disc on the disc tray with 
the label facing up and close the disc tray. 

5. Follow the on-screen instructions and refer to this manual for more 
information about playing lndyCar®Series 2005. 



Avoiding Damage to Discs or the Disc Drive 

To avoid damage to discs or the disc drive: 

• Insert only Xbox-compatible discs into the disc drive. 

• Never use oddly shaped discs, such as star-shaped or heart-shaped discs. 

• Do not leave a disc in the Xbox console for extended periods when not in use. 

• Do not move the Xbox console while the power is on and a disc is inserted. 

• Do not apply labels, stickers, or other foreign objects to discs. 
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USING THE XBBX CONTROLLER 


1. Insert the Xbox Controller into any controller port on the front of the Xbox console. 
For multiple players, insert additional controllers into available controller ports. 

2. Insert any expansion devices (for example, Xbox Memory Units) into controller 
expansion slots as appropriate. 

3. Follow the on-screen instructions and refer to this manual for more information 
about using the Xbox Controller to play IndyCai^Series 2005. 



MENU NAVIGATION 


When navigating menus any controller can be used. The controls are as follows: 


Highlight menu item: Directional pad or left thumbstick f J, 

Change menu item when < ► is shown: Directional pad or left thumbstick 

Select highlighted menu item: Q or 

Cancel/back: © or ^ 

Access Quick Live Menu 

(when signed into Xbox Live): O 
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xbox live 

Take IndyCar® Series 2005 Beyond the Box 

Xbox Live™ is a high-speed or broadband Internet gaming community where you can create a permanent 
gamer identity, setup a Friends List with other players, see when they’re online, invite them to play, and 
talk to them in real-time as you play. 

Connecting 

Before you can use Xbox Live, you need to connect your Xbox console to a high-speed or broadband 
Internet connection and sign up for the Xbox Live service. To determine if Xbox Live is available in your 
region and for information about connecting to Xbox Live, see www.xbox.com/connect 
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1. Speed Assist: Indicates when Speed Assist has kicked in to reduce your speed and help you corner 

more easily. 

2. Traction Control: Indicates when Traction Control has activated to eliminate wheel-spin. 


3. Current Gear: 

The current gear you are using. Set your transmission type through Main Menu > 
Options > Advanced Game Options. Automatic transmission takes control of your 
gears allowing you to concentrate solely on driving, whereas manual transmission 
enables you to shift gears as needed. 

4. Draft Meter: 

Shows the benefit your car is getting from riding the slipstream of the car in front. 
The fuller this is, the less drag your car is experiencing. 

5. Rev Counter: 

When the final light illuminates, you have reached maximum revs and will need to 
shift up a gear. 

6. Current Speed: 

Your current velocity. 

7. Lap Indicator: 

The estimated laps remaining on your current tank of fuel. 

8. Fuel Tank: 

The amount of fuel left in your tank. 


9. Damage Display: Each element brightens as you take damage. If you are racing at Pro skill level, 
internal components can also malfunction. 



Cooling System: as this is damaged, the ECU lowers the rev limit to stop 
engine damage. 

Oil System: damage to this will reduce engine torque (pulling power). 

ECU: if damaged, reliable fuel control may be lost resulting in misfiring and 
rough acceleration. 

Transmission: a damaged gearbox may not respond in all gears. 

Engine: any engine damage is terminal. 

10. Tire Temp.: 

Displays the temperature of your tires. 

Blue/yellow = cold/warm; orange/red = optimum temperature; pink/white = v. hot. 
Hotter tires provide more grip, but will wear faster than colder ones. 

11. Caution / Pits: 

Illuminates if you enter a Caution Period. If “C” is displayed, the Pits are closed; if “P” 
is shown, the Pits are open. However, you may enter the pits when they are closed if 
your car is damaged or about to run out of fuel. 

12. Fuel Mixture: 

These controls adjust your fuehair ratio during the race. Increasing the richness of 
your Mixture gives you greater speed, but at a cost to your consumption (normal 
running = 4). Decreasing it has the opposite effect. Set the mixture to 0 to save fuel 
during Caution Periods. 

13. Weight Jacker: 

This corrects steering problems in real time during the race. Adding weight corrects 
understeer problem. Subtract weight to fix oversteer. 
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The MFD {Multi-Function Display) serves the following purposes: 

Race State: see Flags. 

Qualification: during qualification, your lap times and average speeds are shown. 
Laps Remaining: the number of laps left to the checkered flag. 

Race Positions: the positions of all drivers are shown periodically. Your position is 
always displayed in the top right corner. 

Car in Front: the time difference between you and the car in front. 

Car Behind: how far the car behind is from you (measured in seconds). 

Split Times at the Line: the time difference between you and the top five drivers. 

Lap Speeds: shows your best and last lap times. 

Indicate unusual track conditions: 

Autodrive: takes control of your car at the start of a race, during caution periods and 
when you enter the pit lane. A 5-second countdown is given when control is about to 
return to you. 

Caution Period & Start of Race: no overtaking is allowed; you must maintain position 
behind the marked car. See also Flags, Cautions & Penalties. 

{not shown) use your rear-view mirrors when in Cockpit View (0) to watch out for 
rivals looking to overtake. 

CAREER GOALS 

For each Goal you achieve, you will receive a trading card. The standard of your card depends on the class in 
which you earn it. At Easy level and you'll receive a bronze card; win through as a Pro and you can expect to add 
golds to your collection. 

Whenever you achieve a Career Goal, you may also unlock a Bonus in addition to your cards. 

PLAYER PROFILE 

To create your Player Profile, go to “Player Profile" on the Main Menu and set up your details. 

All game progress is saved to your Profile. 

Trading Card Album 

Check out the Trading Card Album to review all of the Trading Cards and Bonuses you’ve unlocked. 

Manage Player Profiles 

Create Follow the directions shown on screen to set up your Player Profile. 

Load When you load the game, your last used Player Profile is loaded automatically. If you want to 

load an alternative saved Profile, select "Load Player" from this menu. 

Save At regular points throughout the game, your game progress is Autosaved to your 
Player Profile. 


14. MFD: 


15. Warning Icons: 


m 


MM 


16. Mirrors 
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QUICK RACE 

Get straight onto the speedway. Set up your race using the options described below, then select “Start Race. 1 


Test Drive 

Practice on the selected track (see Track below) with the circuit and car setup you’ve 
specified in the Garage (see The Garage). 

Start Race 

Take part in a full race day event. To include a Qualification stage, try the harder 
difficulty levels (see Qualification). 

Driver 

Drive as any of the pros of the lndyCar®Series, or use a custom driver (unlockable). 

Track 

Select the circuit to be raced. 

Laps 

Define the length of your race, 

Opponents 

Set the number of drivers to compete against. 

Skill Level 

Easy: Your car is invulnerable to damage. You have unlimited fuel; tires do not wear. 

All of the Assists are available. No rules apply. 

Normal: Minor damage applies. You have unlimited fuel; your tires do not wear. 

The Speed Assist is unavailable. The full rules of the IndyCar^Series apply. 

Pro;This is the real deal. Full damage applies; fuel is consumed and tires wear. No Assists 
are available and you must qualify for your place on the grid (see Qualification). 

Custom: See Custom Skill Level. 


Custom Skill Level 

Set the parameters for your race as described below. When you are satisfied with your choices, 
select “Use These Settings." 


Damage 

None: No cars take damage. 

Simple: All cars are subject to basic damage. 

Full: All cars are vulnerable to realistic damage. 

Al Cars Only: Your car is invulnerable, but all other cars can be damaged. 

Fuel & Tire Wear 

Off: Tires do not wear. No fuel is consumed. 

On: Periodic pit stops are required to replace worn tires and refuel your vehicle. 

Penalties 

Off: You will incur no penalty for any of your actions on the track. 

On: Penalties apply according to the rules. Flags are shown (see in-game Masterclass). 

Grid Position 

Front/Middle/Back: Set your starting position on the grid. 

Qualify: You must race qualification laps before the race to decide your starting 
position (see Qualification). 
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INDYCAR® SERIES 


The lndyCar®Series is the heart and soul of the game. The rules of the lndyCar®Series apply throughout the 
competition (depending on your Skill Level); learn them in the Masterclass before taking the challenge. 

Set up the options described below, then select "Start Series.” 

Driver: See Quick Race 

Laps: Select the number of laps for each circuit. Take care when selecting shorter race distances 

as, depending on the skill level selected, the rules of the lndyCar @ Series (including 
compulsory pit stops and Caution Periods) may apply. 

Skill Level: See Quick Race. 

SERIES QUALIFICATION 

Qualification decides your grid position for the coming race. It begins with a warm-up lap followed by the 
qualification laps. Two laps are driven; your fastest lap time is recorded. When all entrants have completed 
qualification, the starting grid is constructed in order of each driver’s best lap time, the fastest taking pole position. 

If you fail to complete the qualification laps, your fastest completed lap determines your place on the grid. 

WINNING THE SERIES 

Points are awarded depending on your finishing position. At the end of the Series, the driver with the most 
points is the winner. In the event of a tie on points, the driver with the most first places is the winner. 


Points are allocated as follows: 


Position 

Points 

Position 

Points 

Position 

Points 

Position 

Points 

1 

50 

9 

22 

17 

13 

25 

5 

2 

40 

10 

20 

18 

12 

26 

4 

3 

35 

11 

19 

19 

11 

27 

3 

4 

32 

12 

18 

20 

10 

28 

2 

5 

30 

13 

17 

21 

9 

29-33 

1 

6 

28 

14 

16 

22 

8 



7 

26 

15 

15 

23 

7 



8 

24 

16 

14 

24 
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The driver that leads the race for the most laps gains an extra two points. 


Saving 

Your lndyCar®Series 2005 game is automatically saved at the end of each race day. You can also make 
manual saves at the Pits during each race. 




INOY 500® 


The Indy 500® is unquestionably the most famous and prestigious race of the entire IndyCar-'Series. 

All setup options are identical to the lndyCar®Series mode. See lndyCar®Series for more information. 

Qualifying for the Indianapolis 500® 

Unlike normal qualification, there are four qualifying laps instead of two. Your qualifying speed is 
determined by averaging the speed of all four laps. 

Pole Day 

Pole Day is your best chance to claim that elusive pole position (it is possible for the pole position to be 
undecided on Pole Day, but this is very rare). You can make up to three attempts to qualify over Pole Day 
and Bump Day, but once you take the checkered flag at the end of lap four, your time is official. You won’t 
get another chance to try out, so make sure your time is a good one. If you don't want your time to count, 
you must “waive" your attempt before crossing the finish line. To end a qualification attempt before the 
end, select “Waive" from the Pause Menu, or drive into the Pits. 

During Pole Day, if you waive a qualification run, you will not get another chance to try out until all other 
entrants have had their go. If there is any free time left at the end of Pole Day, the draw moves into a 
period of free qualification. This is on a first-come-first-serve basis, so make sure you press © to get a 
chance before the time runs out. 

Bump Day 

If you’re not on the grid by Bump Day, this is your last chance so long as you have not used up all three 
attempts. 

On Bump Day, any free grid places are filled up first. Once the grid is full, the "bumping” begins! 

The slowest qualifier is "on the bubble.” If another driver posts a quicker time, the driver who is on the 
bubble is bumped out of the Indy 500®; the honor then falls to the next slowest driver. 

Those who earn a grid position on Bump Day are placed below the line of Pole Day qualifiers. 

Remember, once you take the checkered flag your time is official. Make sure you waive the attempt if you 
think you're too slow. 

MASTERCLASS 

The fastest way to become a professional-level lndyCar®Series driver is to take a Masterclass course. 
Select “Masterclass” on the Main Menu to display a list of the classes available. Select the class name to 
learn all that the lesson has to teach. 
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OAMAGE O PIT STOPS 


As you race, you may receive damage to your vehicle, depending on the Skill Level you have selected for 
your game mode. It is important to get this fixed as any damage affects the performance of your car. To 
repair minor damage to your car and to replace worn tires and refuel, head to the Pits. Too much damage 
could prevent you from finishing the race. 

When you reach the Pits, the Pit Menu will appear on screen detailing all actions that need to be performed 
on your vehicle - by default these are all enabled. To disable a repair or other action to save time, de/select 
the item on the Pit Menu. 

THE GARAGE 

Come to the Garage to adjust the specification of your car. Select "Swap” to define different car parameters 
for qualification and racing. For qualification, configure your car for the best possible speed. For the race itself 
your car needs to hold together over many laps - aim for the best compromise between durability and speed. 


Tire Pressure: 

Tire pressure changes the shape of the contact patch. This affects grip, rolling resistance 
and wear. To achieve the optimum ratio between grip and wear, set the pressure so that the 
tire contacts the track across its entire width. Over-inflating your tires will give a lower 
rolling resistance (therefore a higher top speed), but will lessen your grip. Under-inflating 
them gives more grip, but your top speed is reduced. 

Springs: 

The springs stiffen or soften your suspension and affect how your car handles under 
cornering stresses and aerodynamic loads. Soft suspension risks body roll when 
cornering or grounding under aerodynamic load. Suspension that is too stiff may 
make your handling unreliable. 

Dampers: 

Dampers reduce or eliminate oscillations in the springs. If your dampers are too hard, 
your suspension may be less able to handle inconsistencies in the road surface. 

If your dampers are too soft, the suspension may oscillate too much. 

Ride Height: 

Ride height affects both drag and downforce. If it is set high, drag will be reduced, but 
so will the downforce which pushes your car onto the track. If set low however, your 
car could ground on the road surface. Ride height settings have a knock-on effect on 
your suspension. 

Gears: 

Your gearbox has six forward gears. The first three are considered "restart gears” and 
are usually set for optimum acceleration out of the Pits. The top gears are usually very 
closely set, with the top gear only used when in the draft of the car in front. Setting 
gear ratios correctly for each track is essential. 
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Camber: Camber is used to maximize the contact patch of each tire. If the tires on the right 

side of the car are hotter on the outside edge, they will benefit from a negative 
camber. The opposite is true of the tires on the left side of the car. Use camber to 
spread the load as evenly as possible across each tire. 

Toe-in: Toe-in pulls the car back straight when it is disrupted by, for example, a bump or gust 

of wind. Increasing toe-in can help to cure a car that is unstable on the straights and 
can also help to generate scrub (friction) on the front tires, creating heat and 
improving grip. Toe-out is a bad idea and should be avoided. 

Wings: The wings on your car produce downforce and extra grip at a cost to drag and top 

speed. Wings can also be used to correct over/understeer. 

FLAGS, CAUTIONS B PENALTIES 

Throughout your races, various flags are shown to the drivers to communicate the current status of the 

competition. These are as follows: 

Green Flag: Starts the race and indicates a restart. 

White Flag: Shown to the leader at the beginning of his or her final lap. 

Blue Flag: You should consider other drivers about to overtake you. 

Checkered Flag: The end of the race. 

Yellow Flag: Caution Period - there has been an accident on track. Follow the marked car and 

maintain position. 

Black Flag: You are in violation of the rules. Enter the Pits at your next opportunity and suffer a 

time penalty. 

For a more complete overview of the rules, check out the Masterclass section in the game. 

MULTIPLAYER 

Split Screen 

Up to four players can race at a time on one Xbox in split screen mode. First, select the number of players, 

then select the track to be raced and the distance. Finally choose the number of Al drivers that will be 

competing and select “Use These Settings” to progress to each player’s setup. 

Player Setup 

Starting with Player 1, each player in turn chooses the driver they want to race as and their Skill Level. 

When all players have completed their choices and selected “Use These Settings," the race will begin. 

Control Type 

See Options Menu > Controls 
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System Link 

Select “System Link” to start or join a multiplayer game using linked Xbox systems. 

Host: Use the options shown on the Host screen to define the parameters for your race. When you 

are finished, select "Start Session" to go to the race lobby. Your game will appear on the Join 
list of any linked Xbox video games systems. 

In the race lobby, press © to choose the livery of your car and when you are ready to hit 
the track, press ©. The Host can select “Start” to begin the race at any time. 

Join: Enter the game lobby of one of the games created on other linked Xbox video game systems 

by selecting a game in the Join list on screen. Choose your livery (©) and press © to show 
you are ready to race. The race will begin when the host selects “Start.” 

Xbox Live 

Select “Xbox Live" to take part in a multiplayer game on Xbox Live, You must previously have created an 

Xbox Live account and Gamertag. (Refer to the instructions supplied with Xbox Live for information on how 

to do this.) If you are not already signed into Xbox Live, choose a Gamertag and proceed, or “Create New 

Account” to return to the Xbox Live Dashboard and create a new account. 

Quick Match:Quick Match is the quickest and easiest way to get into a game. Select "Quick Match" to 
automatically locate a race and enter the game’s lobby. 

OptiMatch: OptiMatch allows you to specify exactly what sort of game you’re looking for. Define the 
criteria for your game search (i.e. track, no. of laps, etc), then press © to display a list of 
games running that match your preferences. Select a game in the list displayed to go to the 
lobby for that game. Choose your livery (©) and press © to show you are ready to race. 

The Host can select “Start" to begin the race at any time, 

Note: If you join a game where players are already racing, you must wait for the current race 
to finish before starting to race. 

Create Use “Create Session” to follow the options on screen and set up your own game for others to 

Session: join. If you want to enable anyone to join, set “Invite Only" to OFF, however if you only want 

people from your Friends list to be able to drive with you, set “Invite Only” to ON, and invite 
players to join. 
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OPTIONS MENU 


Select “Options” on the Main Menu to adjust game settings: 

Controls: Select your preferred controller setup from the available options. 

Steering Wheel Options: Configure steering wheel controllers. 

Audio: Adjust the volume of sound elements within the game. 

Display: Select the color of the Head Up Display (HUD). 

Advanced Game Options: 

Transmission: Select automatic or manual transmission (see On the Track). 

Auto Al Adjust: With this “on," Al drivers will adjust themselves to your skill level. With this 

setting off, they will drive at 100% efficiency. 

Caution Period Autodrive: Allow Autodrive to take control during Caution Periods (yellow flags) to 

ensure you do not violate the race rules. 

Traction Control: Set the default Assist for the Easy and Normal skill levels. 

Speed Assist: Set the default Assist for the Easy skill level. 

Note: available Assists can be turned on or off through the Pause Menu. 

PAUSE MENU 

Press <■» at any time during your race to activate the Pause Menu and access the following options. 

The actual set of options that appear on the Pause Menu depend on the part of the game from which it is 
activated. 


Resume: 

Quit Race/Test Drive: 
Restart Race: 

Replay: 

Assists: 

Abort / Waive: 


Return to race. 

End the race or Test Drive and return to menus. 
Return to the grid and take another hit at the race. 
Check out saved replay action. 

Activate or deactivate in-race assists. 

End qualification (see Qualification). 
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THE CODEMASTERS SOFTWARE COMPANY LIMITED SOFTWARE LICENSE AGREEMENT 


IMPORTANT HEAD CAREFULLY: THE ACCOMPANYING PROGRAM (WHICH 
INCLUDES COMPUTER SOFTWARE PROGRAM, THE MEDIA AND RELATED 
DOCUMENTATION IN PRINTED OR ELECTRONIC FORM) IS LICENSED TO YOU 
ON THE TERMS SET FORTH BELOW, WHICH CONSTITUTES A LEGAL 
AGREEMENT BETWEEN YOU AND THE CODEMASTERS SOFTWARE COMPANY 
LIMITED. ("CODEMASTERS"). BY USING THE PROGRAM, YOU AGREE TO BE 
LEGALLY BOUND BY THE TERMS OFTHIS AGREEMENT WITH CODEMASTERS. 

THE PROGRAM is protected by the copyright laws of the United States, 
international copyright treaties and conventions and other laws. The Program 
is licensed, and not sold, and this Agreement confers no title or ownership to 
the Program or any copy thereof. 

1. Limited Use License. Codemasters grants you the non-exclusive, non- 
transferable, limited right and license to use one copy of the Program solely 
for your personal use. 

2. Ownership. All intellectual property rights in and to the Program (including 
but not limited to video, audio and oilier content incorporated therein) and 
title to any and all copies thereof are owned by Codemasters or its licensors, 
and you receive no right or interest therein other than the limited license in 
paragraph 1 hereof. 

YOU SHALL NOT: 

‘ Copy the Program. 

* Sell, rent, lease, license, distribute or otherwise transfer or make available 
to any other person the Program, in whole or in part, or use the Program or 
any part thereof in any commercial context, including but not limited to use 
in a service bureau, "cyber cafe", computer gaming center or any other 
commercial location in which multiple users may access ttie Program. 
Codemasters may offer a separate Site License Agreement to permit you to 
make the Program available for commercial use; see the contact 
information below. 

* Reverse engineer, derive source code, modity, decompile, disassemble, or 
create derivative works of the Program, in whole or in part. 

* Remove, disable or circumvent any proprietary notices or labels contained 
on or within the Program. 

* Export or re-export the Program or any copy or adaptation in violation of any 
applicable U.S. export restrictions or other laws or regulations. 

LIMITED WARRANTY. Codemasters warrants to the original consumer 
purchaser of the Program that the recording medium on which the Program is 
recorded will be tree from defects in material and workmanship for 90 days 
from the date of purchase. If the reoording medium of a product is found 
defective within 90 days of original purchase, Codemasters agrees to replace, 
free of charge, such product within such period upon its receipt of the Product, 
postage paid, with proof of Ihe date of purchase, as long as the Program is still 
being manufactured by Codemasters. In the event that the Program is no 
longer available, Codemasters retains the right to substitute a similar program 
of equal or greater value. This warranty is limited to the recording medium 
containing the Program as originally provided by Codemasters and is not 
applicable and shall be void if the defect has arisen through abuse, 
mistreatment, or neglect. Any implied warranties prescribed by statute are 
expressly limited to the 90-day period described above. 

EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER 
WARRANTIES, WHETHER ORAL OR WRITTEN, EXPRESS OR IMPLIED, 
INCLUDING ANY WARRANTY OF MERCHANTABILITY, FITNESS FOR A 
PARTICULAR PURPOSE OR NON-INFRINGEMENT, AND NO OTHER 
REPRESENTATIONS OR CLAIMS OF ANY KIND SHALL BE BINDING ON OR 
OBLIGATE CODEMASTERS. 


When returning the Program for warranty replacement please send the original 
product disks only in protective packaging and include: (1) a photocopy of your 
dated sales receipt; (2) your name and return address typed or clearly printed: 
(3) a brief note describing the defect, the problem(s) you encountered and the 
system on which you are running the Program; (4) if you are returning the 
Program after the 90-day warranty period, but within one year after the date of 
purchase, please include check or money order for $15 U.S. currency per CD 
or floppy disk replacement Note: Certified mall recommended. 

Send to: 

Warranty Replacements, Codemasters Inc.. P.O. Box 2150, Oakhurst, CA 93644 

LIMITATION ON DAMAGES. IN NO EVENT WILL CODEMASTERS BE LIABLE FOR 
SPECIAL, INCIDENTAL OR CONSEQUENTIAL DAMAGES RESULTING FROM 
POSSESSION, USE OR MALFUNCTION OF THE PROGRAM, INCLUDING 
DAMAGES TO PROPERTY, LOSS OF GOODWILL, COMPUTER FAILURE OR 
MALFUNCTION AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR 
PERSONAL INJURIES, FVFN IF CODEMASTERS HAS BEEN ADVISED OF THE 
POSSIBILITY OF SUCH DAMAGES. CODEMASTER'S LIABILITY SHALL NOT 
EXCEED THE ACTUAL PRICE PAID FOR THE LICENSE TO USE THIS PROGRAM. 
SOME STATES/COUWTFIES DO NOTALLOW LIMITATIONS ON HOW LONG AN 
IMPLIED WARRANTY LASTS AND/OR THE EXCLUSION OR LIMITATION OF 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS 
AND/OR EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. 
THIS WARRANTY GIVES YOU SPECIFIC LEGAL RIGHTS, AND YOU MAY HAVE 
OTHER RIGHTS WHICH VARY FROM JURISDICTION TO JURISDICTION. 

TERMINATION. Without prejudice to any other rights of Codemasters, this 
Agreement will terminate automatically if you fail to comply with its terms and 
conditions. In such event, you must destroy all copies of the Program and all 
of its component parts. 

U.S. GOVERNMENT RESTRICTED RIGHTS. The Program and documentation have 
been developed entirely at private expense and are provided as "Commercial 
Computer Software" or "restricted computer software." Use, duplication or 
disclosure by the U.S. Government or a U.S. Government subcontractor is subject 
to the restrictions set forth in subparagraph (c)(1)(ii) of the Rights in Technical 
Data and Computer Software clauses in DFARS 252.227-7013 or as set forth in 
subparagraph (c)(1) and (2) of the Commercial Computer Software Restricted 
Rights clauses at FAR 52.227- 19, as applicable. The Contractor/Manufacturer 
is Codemasters Inc., P.O. Box 2150, Oakhurst, CA 93644 

INJUNCTION. Because Codemasters would be irreparably damaged if the 
terms of this Agreement were not specifically enforced, you agree that 
Codemasters shall be entitled, without bond, other security or proof of 
damages, to appropriate equitable remedies with respect to breaches of this 
Agreement, in addition to such other remedies as Codemasters may otherwise 
have under applicable laws. 

INDEMNITY. Ybu agree to indemnify, defend and hold Codemasters, its partners, 
affiliates, contractors, officers, directors, employees and agents harmless from 
ail damages, losses and expenses arising directly or indirectly from your acts and 
omissions to act in using the Product pursuant to the terms of this Agreement. 

MISCELLANEOUS. This Agreement represents the complete agreement 
concerning this license between the parties and supersedes all prior 
agreements and representations between them, it may be amended only by a 
writing executed by both parties. If any provision of this Agreement is held to 
be unenforceable for any reason, such provision shall be reformed only to the 
extent necessary to make it enforceable and the remaining provisions of this 
Agreement shall not be affected. This Agreement shall be construed under 
California law as such law is applied to agreements between California 
residents entered into and to be performed within California, except as 
governed by federal law and you consent to the exclusive jurisdiction of the 
state and federal courts in Los Angeles, California. 


H you have any questions concerning this license, you may contact Codemasters at: 


The Codemasters Software Company Limited, PO Box 6, 
Leamington Spa Warwickshire CV47 2ZT United Kingdom. 
Tel +44 1926 814 132, Fax +44 1926 817 595. 


TECHNICAl SUPPORT 


Codemasters Inc. 

Tel 646-432-6888 

URL: http://www.codemasters.com 
E-mail: custservice@codemastersusa.com 


© 2004 The Codemasters Software Company Limited ('’Codemasters"). All rights reserved. '•Codemasters"® is a registered trademark owned by 
Codemasters. “GENIUS AT PLAY"™ is a trademark of Codemasters. "IRL", Indy Racing League", “IndyCar”, “Indianapolis 500", "Indy 500", "Indianapolis 
Motor Speedway"and “The Greatest Spectacle in Racing" are registered trademarks ol Brickyard Trademarks, Inc., used under license. General Motors 
Trademarks used under license to Codemasters. All other copyrights or trademarks are the property of their respective owners. Features the full 
lndyCar®$eries 2003 season. Published and developed by Codemasters. Confidential unpublished work. ) 1999-2002 Dolby Laboratories. All rights 
reserved. Dolby and the double-D symbol are trademarks of Dolby Laboratories. 

Microsoft, the Microsoft Game Studios logo. OptiMatch, Xbox. Xbox Live, the Xbox logo, the Xbox Live logo, the XSN Sports logo are either registered 
trademarks or trademarks of Microsoft Corporation in the United States and/or other countries, and are used under license from Microsoft. 
FOR HOME USE ONLY. Unauthorized copying, adaptation, rental, iending, distribution, extraction, re-sale, arcade use. charging for use, broadcast, public 
performance and internet, cable or any telecommunications transmission, access or use of this product or any trademark or copyright work that forms part 
of this product are prohibited. 






